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Introduction 

If there was one thing we were sure of as kids—besides 
the fact that our toys came to life when we weren’t 
around—it was that there were monsters in our closets, 

for the right moment to come out and scare the day¬ 
lights out of us. 

Years later, as we began designing our film Monsters, Inc., 

time by what we didn’t know about them. What do 
monsters look like? What do they eat? Where do they 


When we start to develop a film at Pixar, we like to do 
a lot of research. For Toy Story, we spent lots of time 
in toy stores. (It was hard work, but someone had to do 
it.) For A Bug’s Life, we crawled under plants and bur¬ 
rowed through biology books, studying insects and 

hours of sitting in the closet and lying under the bed 
yielded nothing but dust bunnies in our hair. 

So we went to the monster experts: Kids. Children 

hide in closets, under the bed, and in the basement. 
However, we were still pretty much in the dark about 


The public library was the next stop. There we hit the 
jackpot: Tons of fascinating books about do-it-yourself 
concrete mixing. Not much about monsters, though. 
Well, yes, there were books we were supposed to have 

Medusa and the Gorgon and stuff like that. Given the 
choice between serious study and just making it up ... 

We decided to just make it up. We rounded up a group 

our favorite illustrators, to produce what we refer to as 
“inspirational artwork.” The drawings and paintings 
these artists created were amazingly cool and exciting, 
but not everything they did found its way into the movie. 




on the project and to break new 

pirational artwork is filed away in tF 
by the general public. 


Thanks to thi« 


book, we get to present these great 
laintings for you to enjoy. We hope they 
much as they inspired us. 
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MONSTROPOLIS 


A place for a monster 
to call home. 













Designing the monster world was the hard part. 
It’s a place based purely on imagination. 



concept art of the monster world 



concept art of the 


















concept art of a Monstropolis neighborhood 



The major question 
during the early develop¬ 
ment phase was “What 
is the monster world?'’ 
“What does it look like 
and how is it different 
from the real world?” 
We tried a lot of differ¬ 
ent ideas. We always 
knew we’d eventually 
be in a 3-D world, but 



Wm FIRST! 
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concept art of Monstropolis^ ^ 
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MAIN CHARACTERS 



James P. Sullivan (Sulley) 
Mike Wazowski 
a little girl nicknamed Boo 


With Toy Story and A Bug’s Life, we had 
real things on which to base our designs. 
Monsters, being imaginary creatures, were 
almost limitless in design possibilities. For 
quite a while, it was difficult to get a handle 
on what they should look like. Ultimately, 
we were inspired by real animals and by 
kids’ impressions of what they thought 
monsters look like. 


concept art of Boo 












study of 
Sullivan and Mike 


study of 

Sullivan and Mike 

Pete Docter, 1999 
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Sullivan’s design evolved over two years of devel¬ 
opment and thirty different 3-D sculpts. Mike’s 
design basically remained the same as this very 
early development sketch. 



the first sketch of Mike 







































concept art of Sulley 

Jill Culton, 1997 



concept sketches of Sullivan 















Sullivan 


Knowing that our 
medium tends to 
make things look 
realistic, we tried 
to combine ele¬ 
ments and details 
of real animals with 
the color sense 
of a kid's drawing. 
Somewhere be¬ 
tween those two 
elements we found 
the appropriate look 
for our characters. 




H 










concept art of Sulley 













apt art of Mike 







concept art of 
Sullivan and Boo 


Sullivan was the most 
difficult to design 
because his part in the 
story changed many 
times as it evolved. 
That was something 
we definitely learned 
with Sullivan: It’s pretty 
much impossible to 
design a character 
unless you know who 
he is. Otherwise, you 
don’t have anything 
on which to hang your 



concept art of Sullivan 











ancept sketches of Randall 



and Boo 






Mike and Celia in 
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THE FACTORY 


Monsters, Inc. 

“We scare because we care.” 
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concept art of the Door Vault 














concept art, 

“Scaring in England” 












































concept art of Monsters, Inc. 













